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As ea$Y-to learn as 
checkers. As fascinating as 
chess. Othello*is a fast- 
paced game of wits and 
long-range strategy. And 
because one move can turn 
the whole board upside- 
down, you'll never know who's 
winning. Until they've won. 
That's why it may only take 
you a minute to learn. But it 
takes a lifetime to master. 
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A MINUTE TO LEARN... ALIFETIME TO MASTER 

The strong conquer the weak, 
The wise conquer the foolhardy. 
Black end White, Victory and 

the concepts behind Othello 
are a$ old os time itself Its arig ns 
are part Western, port Eastern. And 
today it is played the world over 
with international tournaments to 
crown the Word Champion. 

Othello has been traced bock 
to England in the late 1800s 
when it was called hewers/. Then, 
20 years, ago., the Japanese 
refined the gome end gave it the 
name Othello (after the famous 
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Shakespearian play.) And it quickly 
became one of Japan's natsanal 
pastimes. 

It's easy to learn. Because the 
concept is so simple,, so eeganf 
There ore 64 squares on a square 
grid. And 64 discs that are white an 
one side, block on the other. 

One payer plays black and the 
other plays white. They lay 'down 
the r discs, one by one—batting to 
control as much at the coord as 
they can. 

On each move, one player 
attempts to "trap1" his opponent's 
d iscs between two of his own. And 
when he does, his opponent's discs 
are flipped to the color of the 
trapper's discs. So that BLACK forces 
WHITE to turn BLACK. And WHITE 
forces BLACK to turn WHITE. 
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Tftis continual “ftipping of discs" 
with fts changes of power—makes 
it difficult to predict the outcome 
of each game. One move could 
easily change the entire 
complexion of things. 

And in knowing exactly what 
that right move might be lies the 

secret of Othello. A secret that 
could taka a lifetime to cl sc over, 

So as you enter this age-old 
struggle—black and white, 
vulnerability and power— 
remember this: It's never over until 
ife over. 

THE SET IIP 

Loading 

t. Make sure the power switch s 
OFF. 

2, Insert the Othello cartridge as 
described in your NINTENDO 
ENTERTAINMENT SYSTEM* manual, 

3. Turn the power switch ON, 

You'll first see the Othello TITLE 
SCREEN. After o few seconds, the 
screen will switch to the Othello 
board—on which o complete 
demonstrat on game is being 
played. If you have never ployed 
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TO SKIP THE DEMONSTRATION— 
Press the START BUTTON while the 
TITLE SCREEN is in view. 

the game before, ir may be 
helpful to watch the demo before 
you begin. 

TO START—Press the START BUTTON 

THE CONTROLLER 

The i: lustration below shows you these controls by the names 
your control points. Throughout this indicated here. 
Instruction book we will refer to 

tiUllON BUTTON 
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This NINTENDO" version of 
Orheilo gives you several gam® 
options. You con ploy against the 
Othello computer. Or you can play 
against o friend. 

if you play against the computer-, 
you have four difficulty levels to 
choose from. And in both 1 Pt AYFR 
(computer} and 2-PLAYER games, 
you can even choose the length 
of the gome you wish to play, 

The following sections of this 
guide will show you how to make 
these selections: 

TO CHOOSE YOUR OPPONENT— 
Use the CONTROLLED ARROWS to 
move She Sloshing white arrow on 
the screen to the desired selection 
Then press the START BUTTON. 
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These are your choices: 

' You vs. the Othello computer 
(you're BLACK). 

* You vs. the Othello computer 
(you're WH ITE]. 

* You vs, a friend (2-PLAYER). 

The first two choices above are 
1-PLAYER games—the only 
difference bemg which color you 
wish to play The third choice 
fa Love] is trie ? PI AYE R option. 
Here are the differences 

1-PLAYER GAMES 
In 1-PLAYER games you against 
the Othello computer—you first 

choose between A diffaulty levels 
Then you can select your iine irriFt. 
And in certain levels you w II be 
allowed to CAN C FI a move and 
make a new one. (See Se/ectmg 
Skill Levefs, pages )- 

2-PLAYER GAMES 
In 2-PL AYER gomes —you ago irist 
a friend- you don't choose skill 
levels, but you do choose time 
limits. You can CANCEL as many 
moves as you like—providing your 
opponent accepts your requests. 
(See To Cancel a Move, 
page 17]. 
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SELECTING SKILL LEVELS 
(for Othello computer opponents only) 

TO SELECT SKILL LEVELS—Use the 
CONTROLLER ARROWS to move the 
wh ite o rrow on the screen to the 
desired selection. Then press, the 
START BUTTON. 

These are your choices; 

♦ LEVEL 1—This is the easiest skill 
level. The Othello computer 
ma*es tost decisions. And you 
may change your mind and 
cancel your move os many times 
as you like per game. (See To 
Cancel a Move, page 17.) 

* LEVEL 2—The computer thinks 
through its moves a little longer 
You can only cancel moves up to 
three times per gome. 

' LEVEL 3—The computer plans 
ahead on each move—taking 
longer to make its decision, You 
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can cancel your move three 
times per game, 

■ LEVEL A—No chances to cancel 
a move here. And you can only 

choose between either o 20 or 
4Q-mlnute game, it you con 
oiifth nk tne Othello computer, 
you may have a chance at 
winning this level. 

THE TIME LIMIT 

In both 1-PLAYER and 2-PLAYER 
games, you can choose your time 
limits, Choose from 2030- or 40- 
mInute time limits. Or—for the 
ultimate test of strategy a nd skill 
choose to play with no time limit 
at all. 

The time limit you choose [20. 30 . 
or 40 minutes] represents the total 

amount of time each ptoyer has to 
make all their moves. 

For example, n a 2'0-rninute game, 
you have up to 20 minutes— 
total—for all your decisions ano 
moves. And your opponent also 
has 20 minutes, So if you both used 
up oil your time, the entire game 
■would then take 40 minutes. 
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TO SELECT TIME LIMITS—Use the 
CONTROLLER ARROWS to move the 
white arrow on the screen to the 
de&r@d selection, Then press the 
START BUTTON. 

These are your choices; 

* 20 minutes mo minutes 
- 30 MINUTES * NO TIME LIMIT 

TO KEEP TRACK OF YOUR TIME— 
Watch tee clock next to your name 
on the playing screen (See 
Entering Your Name, page 12). 
The red second hand w I sweep 
ihe clock face once every minute. 
And the minute hand wil mark off 
(in white} how much time each 
player has used up. 

Your clock starts os soon os it is 
your turn and stops after you 
complete your move. If you have 
not made a move after one 
minute, the time you hove used 
thus far in the game AND too time 
limit of the game will appear on 
the MESSAGE SCREEN. After you 
make your move, the information 
disappears. 

TO 

SIEVE (5:00} 

In the example above, STEVE 
hos used up 5 minutes MIKE 
has used up 10 minutes, 

iF YOU RUN OUT OF TIME—Your 
opponent automatically wins 
regardless of the disc count on 
the-screen. 
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Once you've selected the number 
of plovers, the ski-1 levels and firms 
limits-.. you'll be asked to enter your 
name or Initials* Here's how: 

TO ENTER YOUR NAME OR 
INITIALS—You may enter up to six 
letters of your name or initials, To 
do this; 

* Use the CONTROLLER ARROWS- to 
move the white arrow 
around the screen, 

* When the white arrow is pointing 
to your desi red letter or c hqiqcter. 
press the A BUTTON to select ft. 

* Continue this way until ail your 
letters or characters hove been 
selected. 

■ If you setect all six letters, your 
entry will be complete when you 
press the A BUTTON to select your 
sixth letter. 
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If you want to select fess than six 
letters, jus' point the arrow to the 
word END in the bottom right 

corner of the screen when ail of 
your letters have been selectea. 
Then press the A BUTTON to 
complete your entry, 

ff you me ke a m & take or wa nt to 
change your letters, press the B 
BUTTON and that will erase the tost 
letter you entered. 

will always enter his or her name 
or initials first using controller #1. 
Followed by p ayer #2 (WHITE]- 
using CONTROLLER #2. When 
you're names or 

continue on to the 
Othello p laving board 

ON THE SCREEN 
WHO'S UP 

Fo help you keep track of turns, 
moves and times, there are several 
elements of the playing screen 
They are as follows; WHITE'S rprfER 

PLAYERS M4M[ 

black s Timer 

(llasnes wtten lisihor color’s lurn) 

WHITE 

NAME 

SCREEN 



PLAYING OTHELLO 

THE OBJECT 
Whether you're playing against a 
friend or against the Othello 
computer, the object of the game 
is the same: to have more of your 
color discs [BLACK or WHITE) on the 
boara at the end of the game 
than your opponent has of his 
color discs. 

There ore 64 squares on the 
Othello board And 64 reversible 
discs—-BLACK an one side, WHITE 
on the other throughout the 
course of the gome, the discs will 
be flipped—from one side to the 
other depend’-' g or- the moves 
you make. 

STARTING OUT 
Othello always starts out with two 
black discs and two white discs 
placed like this n the center of the 
board 

‘ram th s set-up, each player takes 
turns placing o disc on the board. 
The player using the BLACK discs 
always goes first. 
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PLACING A DISC ON THE BOARD 
To place o disc, use the 
CONIf?QLLEI? ARROWS to move the 
'"HAND" around the board. When 
the hand is pointing to the square 
on which 'you wish to place a disc, 
press the A BUTTON and your disc 
will appear on that square 

TRAPPING YOUR OPPONENT 
In each move [or disc placement]. 
you must successfully "trap" your 
opponent's disc or discs. This means 
that your color discs must bo at 
either end of a row of your 
opponents discs. 

Far example, in the first move, 
BLACK has these options far 
trapping WHITE 

MAKING A SUCCESSFUL MOVE 
Your disc must be placed an a 
square that allows you to trap your 
opponent. This means that your 
disc is placed on the board so that 
a row or raws of your opponent's 
discs are 'trapped'" on bath ends 
by your disc. F you do not place 
your disc correctly the MESSAGE 
SCREEN will tel! you to “Try Again." 
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When you "'trap" your opponent's SL ACK flips the trap bed discs and 
disc fs), they will then flip to your the row now locks I ike th is: 
color. In samples A & B below, 

BLACKS 
MOVE 
DiSC 

I placed 
here. 

Example A 

DETERMINING A ROW TO TRAP 
A row con be horizontal. vertical 
or diagonal, as long as it's a 
continuous straight line. And you 
can '"trap" more than one row 
•at a time. 

Example B 

Once you place your d«sc so that 
it traps O row or rows of your 
opponents discs, ail the " trapped' 
discs will flip from your opponents 
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CO1'or to your color. In examples C 
and D below, BLACK has actuary 
created two separate “’traps" with 
one move. 

ni.ACJC$ 
disc 
RACED- 
HEfir 

Example C 

TO GANCE L A MOVE 
Once you've placed your disc 
on a square, you may have the 
action of changing your mind and 
removing it. (SeeSWIY Levels 
and Time limits, pages § 10, to 
determine in which games you 
can use the CANCEL feature) 

Example D 

Here's how it works: 

* You make o move and place 
your disc on a square. 

■ Your opponent then makes their 
move, 
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* You then decide you want to 
cartel your last move AND the 
move your opponent just made. 

When playing against the 
Othello computer: 
* To cancel, when it is your turn 
ago in, press the 8 fiUT TON. 
“Cancel" will appear in the 
MESSAGE BOX anc the previous 
two moves will be careered. It 
will then be your turn to place 
another disc. 

When playing against a friend in 
a 2-PIAYER game: 
* To attempt to cancel, when it is 

your turn press the B BUTTON, 
“Cancel" will appear in the 
M E5SAGE BOX. 

■ The MESSAGE BOX will then 
display “Accept?'* fol lowed by 
M Yes” and “No/5 

* if your opponent chcoses to 
accept your cancel request, 
he or she uses the CONTROLLER 
ARROWS to move the white arrow 
on the screen to “Yes ” and 
presses the A BUTTON. The 
previous t wo moves will be 
canceled and it will be your 
turn again. 

* if your opponent chooses not to 
accept your cancel request, he 
or she wi II move the whrte orrow 
to “No” and press the A BUTTON, 
if will then be your turn agon bul 
the previous two moves will not 
be canceled, 

IB, 

PASSING ON A MOVE 
The only time you can PASS is when 
there are absolutely no appor¬ 
tion: ties to trap your opponent, 
When this happens,, a message on 
the screen will inform you that you 

must pass, ana to press the A 
BUTTON, This will be your only 
option—a though you can 
continue to study the board os 
long as you like. 

IT'S NEVER OVER TILL If S OVER A 

Part of the appeal and mystery of 
Othello i$ that one move can 
literally change the whole 
complexion of the game, 
Especially near the end. 

Here are the four ways this game 
can end: 

* When the board is completely 
filled with discs. 

* When the board is all one color. 

* When a player's time runs out. 

In the first two endings, the 
player with the most of h is or her 
color discs, wins, though a tie :S 
possi ble. However, in the too r th 
ending the player who uses up 
all his time, loses, and bs opponent 
wins—no matter what the disc 
count is on the screen 

* When neither opponent con 
moke o valid move, 
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Provided no one ron out of time, 
the gome is over when eve ry 
possible souare has been played, 

TO VIEW THE "WINNING SCORE 
SCREE N1"—P*e$s the START BUTTON 
at the end of the game. It will show 
you who won, how many d?scs 
each player had on the board of 
the end of the game, and the 
final scone, 

TO RETURN IO THE “TITLE 
SCREEN"—Press the START BUTTON. 

IO PLAY AGAIN—select "Play 
Again” from the GAME SELECTION 
SCREEN. 

VISUAL 
DISC 

DISPLAY 

BLACK'S NUNffifR OF DISCS 

WHITE’S MU.Mfc I? OF DISCS 

11 Mg 

TIME 

SCORE 

WINNER'S NAMT 

DISC UPS 

Thj fi k c head, What appec rs to be 
a good move at the time, may 
simply set up your opponent far a 
series of even better moves 

Moves that flip a large number of 
discs early an in the game ane 
not necessarily your best strategy, 
in fact, such moves can often 
work against you in the middle 
and final stages of the gome by 
giving your opponent too many 

"trap" your discs. 

Look for double and even triple 
"trap-"' moves —especially in the 
later stages of the game. Also, 
watch that you don't set yourself 
up for such moves if you can 
help It. 

F 

Go for the edges- especially the 
corners! This will make :t much 
more you r opponent 
to "trap" you. And twill Increase 
your chances of keeping the 
surrounding area mainly in your 
color. 

The rows that are one in from the 
edges have often been referred 
to os “the danger zone."' Be sure 
to use extreme caution and 
weigh your options when placing 
discs in this area. 

have one solid corner of 
the board covered with your 
color, you hove a good chance 
of winning. However, it you can 
break up such a black you have 
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g good chance of turning the 
odds in your favor. 

if you've never played this game 

before, watch a coupte of 
demonstration domes. ;t will g ve 
you a good idea of how and 
why—certain moves are mode. 

A LIFETIME TO MASTER,,. 

Now that you know the basics of one day,, you con become an 
Othello, ifs time to practice. And Othello master. 
learn from your mistakes. Each time 
you play you'll discover new 
strategies and tactics. New moves 
and counter moves. And maybe 

22 

ACCLAIM ENTERTAINMENT, INC. LIMITED WARRANTY 
.■■.oeicim Emrlainrropr Inc warianis to the dr-goo porch awr orlv of wit AoctaiTi *cf1wnn--- trodur." mot ihe medium oil writot- 
Ihs ttrfnputof pwgrcwn is rocofded is- Iforr- detect ir rriatwFpfc and workmanship tor a pwwkxi pd ninc-ly | FITi dipy* f«jm 1h& 
Ctote Oi iXid i - a a 6 TtosAetkato Hrfhrtn* pftStfnarn --3. !K.iid "as- It." wilh»cL“ eipH»£ o: applied w a 1 rarrf y -of any land. ante Act torri it 
not lat/e toi Qjrvp tomb ■ :i nkjrtyjptt. eri bivj it»sjHxtg Siam uvs cf s*ifc piopum Aerator opras tor a ported of ninehy days 
lo 4MW WDOii 0« feflkl&h 0 ih Oplk*L fnee Of ch&&*. mvy tad&ffl MftwM puxXici. ixKlapc pofcl with prat d1 data -ot 
p.iic-fx:sft til" Hi ftRfedy 5«*vto* Roptocwmenl <rf the no IfaG Pvigindi purchaser | except lor tha 
cdsI a-T ret u-r ring Ita cnilndjjK^ is Ihf; full-Train rtf erf 01:1 HgtHBv 

Shis wairanty ,s nal □Dpir.citre Id normal wow and l#ar. Thl* w.* rooty shall nor be cttpkrfJbkl ontf %r-sv ik:=4*;i «f Bfifc aet&£! n 
I he Acclaim seHwcxe p lodbc I has orison rough abuse, ui^wjHteitobfc u so rifet taatmactf pc ciegieol' TH5 WARRANTY ^ If U Of 
AUL OTHER WAfrjfctNTES AM> NO OlhiLR ftft $ ££ N W10 K5 tittCUUMt OF AOT NAyVftE WdL BP BNDNTr ON OR Qfil HTiME ATX. AIM 
AW IMPHEDWARRANTIES ^KMl£ TO ftigSOfTwAfiG MOWOI NCUUfelhG VilINfflMIIIIA Ot MfeRCHANFAfllury ANDFITNESS =OR 
A PARTICULAR PURPOSE. ACC iMHED TO THE NNET v fWj l>¥ FCJMQCi Q6SCR&G0 AUOVi IN NU fcVfcN" '//ILL AtOLAIM Bfc LIABLE- FOR 
AW SPECIAL CR CONSEQUENTIAL DAMAGES RESULTING FROM cO§SfSSON5 USC Oft MALFuNGI lOM Of -IHfiACOLAM 
SOFTWARE flOCtlHCT 

Sams slutrr, dd nnl ait--# irc^tont ns to t>r.w ton^-gm >mpl e<i wi3ir0i Jy lulls CtfiSW -&r ikNBsAcrta -bf inddfirtlal cpt 
ccnscqucptlal damage sd Ihfi atO'.M? Hmilnllmi crto.'ai nir.li.skx* Of I ofcIHv "W Wl vGU "I ij wQUOfrfv {Ji^i y«u 
H»clllc ilg/ils. end vwj -mcry also htwa gtlw eights wheeft .‘•gr/ frc-n-i itortn- Id itortA. 

fits war ran tv shall itd! be app'lcabcc to -he axtarf Ihot ai*v pra vision r/ Htils. warranty is pMnnhttod bv <srty tod^nA '•toto 01 
whfch c^ihul bo pre-ejnpftad 

COMPLIANCE WITH FCC REGULATIONS 
Th«t ejjjipmBfll g#rmratfts <snd MW ro^g Irfiaunn^- »fwwgy grul P ncA =a&a&IHkJ Ofto UW<I p^p4ftr. ’hdl is if slrrcl Owjcfddr^ 
with too TarHJtoclLro,-s Ins/ructlon^ rraf cajse lriarliwwnc.fi- rail a wvS rwlwvl^djn II hai lyr>e Qr<J fijyi-d 
to canplv with toe flmfls ter a Class U c-ornputfrjg devtoR- in ecewdarc* ■»■ "pi the- spflk-^*Cxrftor^ if. Sati&Ort J 01 Bef T15 ^ ECO 
Aulas, which ana designed' to ipwide iMsonatJe pfatoct an ogatr-st Sbch irYtoftewncR in a- ruiilanltot irsiatnlkxi- Howtgrwet. Ihn& 
•s no <guumr-Nw Ihot Irier imnce wtl rert Occur In a puNeuter instdllafiari f This equlpmar^ does eaLso infth'fafPtoP to roGo Of 
HTttfai5j.il- iftcekOHin. wh|£h- can daWiinilhtd by h_»■ ntoe eqjIp-mi^-i| o*r arto -on. -ihe user s oficoyraped to by Id cer-ss-et 1 hw 
^ierfwmee by 0^ « mm cf ^ tolteirtW ^wsurw 

- thHi NFS wilniwsfi^l to li* ier:+rii.^ii 
- t.1:.*.-a thg- NfS ewer/ iVerri ihssi 

Flug Iha NFS Inhp a diltarfi^it ajtlfii tg- fhal th* eampMtor erv: ri+^-1 = =X« <Sftor^nf i I j 

it nacesscry. toK! Lser should consjh -ari aKpeitoncc'd r-adto.1 tetoy*slm leehNrian Ipr diitoltkxto ^uDK^Vltcni- Ttvft frvp,< fund 1i-jh 
Stewing booHet jjapaiodP by -he fodsrdi Czm™ntootlcns Carrmlsslon ho pfj: Haw to idfir«1Hy and RwsnM* Rcnlo-TV trrto'fsi- 
y 1 ■ j>! pn.t-ienis T?ir- bbchtvl Is dvaltfblfe iron* Ihe U S. Scwmmert! RrtirHng Otlca. eshsr^dTu UC 2^402 Shock Me-. Ql*1-dpt>CE, v3F- -1 

23 
SL]ZJ 


